SHEEPSHEAD
All participants must keep their respective tricks in the
order in which the cards were played so that each play may
be traced at the end of the game.
In all misplays the play may be corrected and hand
played to the end to determine the score of 2,4,6 without
excusing the misplay. If other misplays are then made, the
latest becomes effective and excuses previous errors. The
lone player, however, will not receive credit for a game won,
nor will the points be added to the score in the awarding
of prizes unless the misplay is corrected, the hand played
out and 61 actually made.
A card drawn from the hand constitutes a played card if
it is exposed. If done out of turn, it constitutes a misplay.
If either opponent by any word, act or sign exposes the
holding of any card other than one played in regular order,
such error terminates the play, and lone player wins. The
value of the hand is deducted from the score of the one in
error.
In tournament play, the score of an opponent is not
affected (in the awarding of prizes) when a penalty is made
for violating the rules. The lone player, however, loses the
game and points for all misplays.
In least ^ two participants are tied for least points, the one who
received the total count first wins 2, meaning the one who
wins the later trick of the two does not score.
If each one has a total of 40 points, the last hand scores
2.
In case of a misplay in least, the play must be corrected,
and the hand played out. The one in error is eliminated
frem scoring, and the one of the other two who received
the lower total wins 2, without any trick, 4. The amount
won is to be deducted from the score of the one in error. If
the one who misplayed wins every trick, a lost hand worth
4 is charged. A later misplay excuses the previous error.
HOW TO JUDGE PLAYABLE HANDS
Following is a tested method for determining whether a
hand is playable or not:
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